QYOtt A3V1 «•** 1SOQM AbtJld OH >*UVftOO 



OFFICIAL CYBER BALL 

PLAYB 






__ z 

' ■ ■ " 

Evenanwnlft cWft dam i*vokj.ion du 



Gvn* instfuctoonft 
Manuel dtnstrucbons 

ArVKung 



CwtrtMl 



12 



14 
1ft 
1ft 
Iff 



ScNusso(-6r(Wgn*»so in 6* EntwtCHung 

d«Cytwrt>ai 

€v#nt» CN*v« ntll'«voluiim di Ofi*ttM 

OtVttM pl«9>«f B . 

OftenstvtpteyOTbpft 

OH^tiMpbon pivyft 3? 

CWmnvt puy«i 



pmn 



TABLE OF CONTENTS 



GAME INSTRUCTIONS 



The Game: 

CytHrta* : The year t& 2022. Robots ftvt rjmes ihe 
wo of humans, built to withstand the violence and 
destruction, battle it out in a head to heed, metal on 
mouji t*ghl to the finish. 

Cyberball is a game tor one or two players based 
loosely on Amencan football Dy the 2 1 si Certury all 
humans have been elirmnated from the game and 
you. aa team captain, take control of the robots, 
selecting horn teams ft* e the Los Angeles Assassin » 
and the Dates Destroyer** 

Cyberball Features: 

Toamcafjtairttse*ectOhensrvearyJDefor^vep*ays. 
timeouts, passes, laterals. bliues and replacements 
for weak or demoashed players Highlighted players 
are controMd by the team captains but watch out for 
a damaged ptayor who wM "Fumble* or explode *> 
pos s ession 

Playing Cyberball: 

Control 4 via (uvsto* or keyboard. Rnt select which 
team you wrsh to puiy in Offensive Mode -select 
Bunrwvj Paesmg or Option play* m a Running Play 
hand the bat lo the Bunrwg &*=- wno must tr*n try 
lo r:oy* Im >**v*s* t- Pm^ >*,5 t* reos rer 

row 'J 




Two Player Teams: In Offensive moda one player 

elects to pats, the other to recerve Both player* are 

highlighted on acnaon. In Defensive Mode players 

select which robot to control by pnasMig *re poor to 

the 'play* starting 

Turtw Boost: Press Turt» Boost on a Defensive 
Play to speed up for a tow seconds Vou can only use 

Turoo Boost one* m each *Play*\ so don t waalo it 
Controls? Control your robot via joys** or keyboard 
prming fkre selects option* on selection screens. 
passes M Onsnarv* Mode and atso Turbo Boost. 
Keys e-M Follow on screen irtstaJCtrons, 

IfrtM Keytjoard Joysbck 

q-up rw.fMwa-up 



Gameplay Tips: 

Lfae Turbo Boost to catch up with players When a 
player 1$ boost tng towards you change Direction, »l 
poi3irjlo,ioadia^nallododgo TrfneoulS can give 
ptayers a chance 10 flunk about the - Ptaye" without 
the ctodc tlctong down Experiment with the different 
types ol defense - Long Ways are good for 
rtereepoons. Short Defenses are good for sacking 



in Defensive Mode the offset tsto 'Sock" (or lacMo) 
the oppositions quarterback before he passes the 
boH. or when passed, to intercept «t it the receiver 
catches She ball use your Tumo Boost to try and 
tackle the receiver There are three types of defense 
- Short . Medium or Long which determine how dose 
to the oppotlbon your defenders stand at me 
beginning of the "play" 

Team captara most then select the type o* *p*ay - 
The play chosen from the display shows the intended 
path of the players dunng the "ploy" Study your 
selec t io n carefully and get ready lor the actm 

Cyberball Feature*: 

Touchdowns: Are scored by erther crossing the 
louch*r>ew^mthebiill.orOyirtfovnngthebalMovour 
receiver behind the touchano 
Defuse Line: Each "play ' the ban heats up unit tie 
"enbear stage is reached when me bail explodes 
destroying anyone in po sses sion Dunng an 
Offensive Play crossing the defuse line resets the baa 
to "cool" status 
BrMkdowr^Htar^r^ny^istj^ujoiooofl^^^i^ 

m posaesMn of the ball he becomes \ 
may e*ptode rf tackled again, 
i onry if funds are 




^quarterback Oont neglect Running Pttys m 
offense, otten a targe gap opens up tor a Running 
Bsjf^lprtmhflinwof RarnarnberdWerent players run 

at different speeds so thmk before passing! 
LOADING INSTRUCTIONS 

Disk 

ATARI ST'AMtGA Reset machine and rmcrt game d«sk 
IBM PC Boot machine with system dhfa. At a 
™c^v^insr^gi»medrakandtype"CVBeR F Foiiow 
on screen instruction* ^ &*■»** card selection 
SPECTRUM +3 Place rJsk * rtive snd use 'LOADER* 
Cpion from sUrtuo menu 
COMMODORE MVlTII Type LOA£r~,9,1 
AM5TRAD Type RUNTMSC 



SPECTRUM Typ« LOAD" press ENTER then start tape 
COMMODORE ftt 1 29: Press Shift and the RUN/STQPkey 
AWSTRAO Press CTRL and smart ENTER key If you 
have a d&k dnVe anached first type t tape. <l m ttrtamed 
Dy preswng the shrft and fa keys simuttaneoi*rV) 

VIRUSES: 

Many c*sks returned to ufl contain viruses causing 
narnes 10 stop loading Do not accept pvatad games 
as they often contain virus programs which can rum 
enfiresoftwro factions Arway* wnle protect your 
disks to prevent Wecaon 
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KEY EVENTS IN THE 
EVOLUTION OF CYBERBALL 



Comrrieatoner of lootbeJ hands down decision that 
Chicago AS Pro l*iebeck*r Paul *Bobbtf KearaYe 
r>orMcaHy repaired tefl knee violates league rules 
governing arafictal player enhancements, flubba ts 
banned from the league 

August, 2006 

league office orders thai two Los Anp otos players 
be tested for bones after numerous protests by 
ofpo»ing teama. Tests reveal OB Rob 'Rocky* 
Rowe (rebuilt right elbow) and mda recerver Doug 
Ouppef Snyder (rebuilt right ankJe and knee) to 
be guilty of b*onlc abuse. Both are banned 
September, 2008 

Commrssoier reveals plan lot random txonic test- 
ing to be enforced immwdialely. Such test* expoee 
numerous vtolaflora around ma league in the loi- 
lowing tew < 



October. 20M 

Players' Union t epresentaave John The Judge" 
SaMtz pleads wiih players to support the case of 
those recently e k\\q6 from the game. Amid sagging 
attendance and a nouceabry deteriorating level of 
ptay, players agree to a strike wtiteh lasts through 
the remainder of the current season 

July, 7009 

Under mounting pressure from owners, the league 
office gwes in \o the players 1 demands. The league 
will grant approval for r>onc surgery on a case by- 
case basis Previously banned ptayers are invited 
back 

August, 2000 - December. 2014 

League office struggle? to keep the widespread 
use of bancs under control, but Merely hundreds 
of surgery cows prove 100 much to keep track of. 
Players with as much as 50% erf their bodies antfi- 
ciaty replaced or enhanced become commonplace 



November. 2015 

Tne tar?* ottoa is rJsbanded The <wj™*» 

now on thetr own - In preparation tor the playoff 

PSUsbtrgti introduces the league s fesi compleWy 

cybemeec player Playmg at fullbacfc. model ST 32 

gains M2 yards rushing in its first game. But WW 

a^armintheprocefts. 

jury. 2016- January. 201fi 
Pn^r^'sbreaWngolihe robot barrier teatbio 
the introduction of robots to My * pOSMtons, With 
the Mrsasingly high salary demanda by human 
pieyers, and the increasing liequancy and seventy 
ol their Injuries, owners contemplate the posslbM- 
ires of conpteteh/ robotic taams- 

August. 2020 

Tr^a dtvelooment of highly eophroticated and *v 
aeaangry duraWe robots maKes this dteam a real. 
tv as Dallas net* the first an robot* kne-upend 
ctomoashes Los Ange*« H2-24, The Datas coach* 
kng statf controls all of Iheir teams acoon from con- 
trol rooms above the end zones. 

October, 2020 - December, 2022 
Other team owners Mow Delias' ei ample* asaem- 
b««Ury-roboteieem*^ B*^ of dollars are 
V** on rJeveiopment ot Digger and better robots. 



The last human to ptoy the game, Dave •Hooker 
Ralston, makes res flnil appearance, playing wide 
receiver tor Houston Hifl r^rtormaW»onf*day 
Is wgfcaHy cut short, however, when he is decapi- 
tated by a tacfrmasking violation 

May, 2022 

The international CyberbaH League (1CBL) b 
tormed Its rule book is written, introducing sever 
aJ eicftng new elements to me game of football* 
Most notable of these e*amenta *s the acceptance 
of t* -ptosives in the game 

August, 2022 -n??? 

Only teams with ovmers able to contmuaJly pmtiuoj 
the strongest and most alhMcally advanced robots 
survive more &wn one season Fan support to* 
this new sport reaches levels never before seen in 
professional sports ... Many star 'playena* are HM- 
c?ed by rods around the world Some payors" 
use the* immense popularity to vauH into new ca- 
reers a* sportscasters and movie sta»s 



it 



OFFENSIVE PLAYERS 



*4? i^I 



"**\i * -4 



\ / 



QURRTERBRChS . k m 

MODEL PRRIB *LD' r 



RUNNING BRO! 

MODEL JFS3H 






WIDE RECEIVER 

MDt'LL P5KBB 
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,» TIGHT END 

MODEL RE87< 
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OFFENSIVE TIPS 



1) 

Z) 

«) 
5) N 



Use a balanced attack. II you overuse a roceiver 
you wiM become predictable, 

Hon up the center— hard lo doled on detente 
Beware o< the bj*x..even Irom norvMnz detente* 
Don't too* on just one leceryer. Loo* lor opoOne 
as the play develops 

■ doesnt wort, the «nM time, try it afuMn later on. 
Some ot the olonsw are comple* and need prac- 
Idb. 



OFFENSIVE PLAYEHS TIPS 
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OFFENSE — RUNNING PLAYS 



?;? 



00 TRAIL SWEEP 




02 BACKDOOR 



door lor quick 
ontlfiroogn 



Fi gM b> ft h i 
moDoabtocta 

fegl M 101 ■■■ 




01 hit-n-run 



ir tr i 



03 EASY OUT 



Left bat* 

twl n fli -i" Id 



Of wott io *gm. 




04 BACKLASH 



RMW 

fihrftitoatoi- 

RuAlfcrtbao 

hicfcouiKfe 





05 5HAKEDANCE 



07 TIDAL WAVE 



AHi mmm 

m motion, 
com** around 
lor h»nd-ot 
and'oftCNA 
■uroiU* 



fl*r*t**i acton 
fnayoVa**- 

tartlooffom 
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06 WHAM-BAM 




goocM*tat 
memos 



0A OVERDRIVE 



totfoLbtodu 



Hrfttfti 
*or tyft back 




09 WDEANGIE 




08 RUMQLt 



LHIbKfctf^Mi 

tottoiihan 
comwtcmt 
:otfoc**of 
flQhtbadL 



«onwlocuu« 

PR ffjhT tn*;V n 
motorv 



Ne^ 



0C J1DEWINOER 







0E RAZZLE-DAZZLE 



LftlCUCfein 

motrcaRgN 
taic* Ototfu »0' 

on rvj^rcxjrd 




0D ROUNDABOUT 




•ton *n dtltrid- 
lag «w« tun 



OF CROS^UP 



Bftddtohj 

rna>fve»ohwi 
gra<x*n 









iii 

all 
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OFFENSE — RUNNING PLAYS 



» 



10 ROCKET 




BHiraqh 

tomotvmwQ 
rtght 



11 EASY RIDER 




12 FENDER BENDER 



L«R back flame 
Hvot-oh lint M 

cowagodttp 




13 CANNED HEAT 



nmbidi 

ffVDW 



Ml or 

m 




14 JAMM1N 




16 BOOTLEG 



pu mp9wa 

,-. t .^r;.. !-,- 



TrytAMWg 
WuUMlOr 

•tat gain. 




15 SWEETNESS 




TlQN«nd 



17 CAN-O-CORN 



receiver may 
bo ten aior* 
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IB JUICE 




. 



Tghttnd 
hy running 



19 SLAMMER 




wnk* runmg 
dvhrm aliha 

optn 



UMftquri 

rtwmsWt 



1A ASSAULT WAVE 






IB ABOUT-FACE 






Running hick 
»nffU tO ftfOl on 
teh, return* 
ground lot njn 


+ 


t 






*Q*£*/ 


A 






^-^ 







1C FRENZY 




g«to start) ri 

I Igb ipMd 
tod around 



IE POWER TRAIN 



hand**.** 




1D 4UNKYARD 





liQhttndfof 



IF SPEED 



+- 







toorit wound 
kxnwrwxi 

of , *oHow» njrv 
n«Tg b4Cfc 
Go** 
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20 BIEEOER 






■ ■ ■ 




and mnni^ 
b**provdfl 

qUMHM ■ 

la n 





?2 CLUNKER 


Ruravgotck 

CW hard-o*. 
lolowitght 


+ 




. ---.1 




a& / 







21 DAYLIGHT 




Running bee* 

Fiil*>(3 Oft. Tot 
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23 ZIG-ZAG 




25 STUTTER 



frgrttMcft 

Quick hcnd-oa 
10M tack tor 
&f ct gain 0/ 
*AKt\ lor rtgh* 



0othb*cKw»fl 

nghi xAQtofl 
CinhrJtogM 
•rd torfthofl 
0*n. 




24 SUICIDE 




20 OVER EASY 







W 



Lotr nadir 
moftorv KMpl. 
rfyouoWo, or 

dump off to 

m Wr v btol 



ftfim* to tio*— 

McMofrvn 



2? DRIVER 5 SEAT 




mooon Guar 
ititi**»i*ra 
lift tor tote* 
OtflMWI 
bactritftx*. 



3PEED SHIFT 




Ltfl D*tk»Mb 
toMLUdfttfc) 



29 SUNDAY DRIVE 



2A PfVOT 



Koep i|. c lite 
keeper 10 draw 
dele n m fa 
trwi m inert* 
mg*do 
WW 




•round Intrte 
pdcfiloM 
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OFFENSE — OPTION PLAYS 
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2B SWTTCH-HrTTER 




Oghl and run 

df*cn« 
Ibocfc 

DIMI 






20 HEAVY METAL 



RocVWfttor 
qjcfc hanctaff. 
prol right br 

UtO 



+*n 




2C HOT ROD 




2E 3WTTCHDACK 



RllMhfl M • 
■QitatlBo* 






noritm 

shrts to aloe 
PfltntoMI 
backa»ho*oJ 
lews lor fl«r*«p 




2f BULLDOZER 




31 POWER SURGE 



RunrmgbKh 
laktn poch and 
turns Ron 
around ngni 
stta 




JQ AFTERBURNER 




dtntoMtr 

*Q* WtfcMor 

nmngtMchto 

boopan 



32 SPIN- OUT 



Running tacit 
pfvcJB»tafco 
hand-Off and 
toflOW puMing 

BUMft 

t*x*Jng 
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OFFENSE — OPTION PLAYS 



36 



23 STEAMROLLER 




35 DECOY 



and Biol Cuch 
throw 14(8* to 

[JMrt ,i! ■■ 1 

from wtdo ro- 



Hm t Kflon to 
t#tl Tlghi«nd 

onrght 




34 PLUNGE 



Dutch dm tor 




36 DEEP THREAT 



un podaipta* 
»ox» But nrf- 
ntng b*cfcct*Jd 
be surprise oui 
ottttcMML 




37 TW*-TOE 



39 IH-TOVR-fACe 




iMtotoito 
Outntibt * 

r.r.riih-, HMM 

behind Ni 
ttocfc 



Running b«* 
Hull* 10 stt. 




Paatorunrtng 

EMCK. DV (UlCh 

loMMncmr 
flying bacfc 
around. Sura to 
«nlu*ii 



39 CONFUSION 



THHILLER 




Douh now 
Dv*p potiDfn 

by M*t rec^ttt 
open* upcov- 

•avnvnt. 
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OFFENSE - OPTION PLAYS 




1 


to QUI 


CtCCE 


Cure 1or Iht 
common Dirt? 






+ 








*"S 



3E MOUSE CALL 



nbMnmfcv 
tomttM m 

■H Din t>» 
Moth* 





■D>0* 



MT* 



«4«- 




Lacking person 



41 LOOP-O-LQQP 



ffmngl* 




^ 


12 ROCK«N-R0LL 


Rowing b«* 

shinihom«t 

UkMQUCfc 

ptcnandiflin* 

LnnxtQnln* 


t 



OFFENSE — OPTION PLAYS 



OFFENSE — OPTION PLAYS 



40 



41 ROUND TRIP 




45 HIGH GEAR 



Running b*0> 
in moton, (■*•* 

nndiccater 
MM wound 
cumwr 



T«Mlh*k>ng 
«yhom#i 



• v 



44 WRAPAROUND 







Running booX 
ajr^ biC | *o* 
rait hand-off 

■p^ado W nw 

tooomtflr 



40 SPRINT 






Woar*o»v*r 

in mown from 
dot ihrowi 
toad btafc lor 
■ ;l vMmCII 
UNpM 






* 




>™$y 


> 




©* 








...J 7 * 



'-© 



wtncuDon* 



40 SCOW BOAT 



T»o*it «nd tn 
motion H4olh 
or Upnt «no for 
andtfwoua* 
ira. ot wan lor 

tiflngdt+p 



1 ^^ 




--, 




6 


..% 
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OFFENSE — PASS PLAYS 
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4 A THRUST 








4B EASY MONEY 


■^^E ■ 4 ■. klL -■ X L ■ 


k 




DMT 


) 


Red oght, tW* 
M jaopott 






*C BROAOWAY 




4 


tO DOUHU CROSS 


ttthtitvaa 
itfHh pattern 
tahovc<c<if 






T 






bM npN 

Sureioarvcy 

NMnl 


— 






• 


r < 


• 


'V 




1 

©■ 



o_, 



Cfcrtn<tf»n 

mp*lfc.lto< 

m«fflteroud*f 

pcMfctttyu 

arm raj Ti.—J- 



50 STRETCH 



51 INCOMING 



RunrWiQbadl 

flhtflt lo ikrt. irv 
imiangconv 

totatton oi DAI 
1*ttis \i*n% out 

COYOfAO* 




Asiqhinnds 

running b*cfc 
OUt Of QW*ft*0 
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— PASS PLAYS 










44 


',? ROPE-AOOPE 




53 LONG SHOT 


anbta 


♦ / ^ 


PittSOOtOfl'i 

tprudoa 
lonoe EJfoc&va 
at WH up for 
knock-out 
punch 








<\iii 4 






©"fe 






M POINT BLANK 




55 DOWNTOWN 


Fortm 

m buM In 
qu<*oa*v 


ra. i 


Running tMcK 
h anion 
Ouarantmdio 
OTd 
Mnw 


*\ 


+ 

/ 1 




j 








FIRE OUT 



Wlltfifcurop- 

ton* a* 3ro 

4M4HM. 





5? X 



^jroraioio 




n moQpn — 
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OFFENSE — PASS PLAYS 



4G 



5A RUN-N.GUN 




Rum ngttrt 

ttmoOon, 
•fioott flowi 
Mtataw. 



5B GRAND SLAM 




n motion t^m 



WO» r«ocv#rt 

can r** up tap 

T A'tIftQ» 



5C CORNER POCKET 




SO AIRMAIL 



DfMtytoity 
cJ3o«tra 

dooj can be ef * 





fil JACK-KNIFE 



^moooofrom 

-■' ■ ■ 



i. 









«2 ZOMEBUSTfR 



tnmaton. C**s- 
O f 0» •■ wtih 

rcc*(v*r 
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63 AIR ATTACK 



Balanced lono- 

r&nooboffl 
bardment 




Twin doap re* 
ww'sgrv* 

d**pn?no 

pfcnty O* acton 



64 LAUNCHING PAD 






ukftortoeep. 
Jrfprovttet 

MOlpttatti 

onl*fj 



CHEAP HOOKER 



OuKfcenotto 

*tdo 'OCertfer. 

of we* to* mote 
dangerous 

art 




W 




»0 A^» fl» 1 

■DMA 




• T)^lgf««ntf*niCkn«mertAttrtiiTfwtfog 

• Tnenr»ackartrWaiameitAOT 
- The moe( popular p*ay is "&ICrCI 

• Tho robott in CyMrtwfl a/o ippro^miaWy 20 »oe1 
tail and B reel »tfe. They weigh 1500 to 2000 
pounds each. Average cost: $1 .250,000 

• The bill used tn CytorbaH 4 made up of 350 
pound* of steel and NgNy-eiploftrve material H 
measures 3 feet to diameter, 

■ There are nopenaJUis of JetonmslnCybsrbaS 
League rules slats mal a* robots must be pro- 
grammed to avo*d inf racoons- 

• An»nvtsJb^fofoe-WdpfotoctsCybert>afltanarrcrfTi 
errant pais**, exploding balls, and m/ing pieces of 
eiplodtng players. 

Savez Voua? 

e Le peMnomdub^ end sur Atone* iagrenou*V 

• Le peW nom du Bnebacke* eur Atari eel "le dindon*. 

• Le jeux le plus populairo est "" SUCK * 

e Lto robots da CyoorbalHonl environ 7 metres do haul 
3 metres do targe lb pesent environ 1 tonne el 
coOlent en moyenne 1 250 000$ 
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DEFENSIVE PLAYERS TIPS 



S2 



LinemEn 
III 



CORnERBACK-*« 

5AFETV-* 



iB«-LinEBACHER 

•4-COPnERBflCK 



DEFENSIVE TIPS 

1 ) Save your tfmoouts and use them »n (n# 6if» 
period if you am behind. 

2] Ko^iMeniMUCkftdownfMUoftherecervors 
m pass coverage. -ff>en go hx tf» ptok-o« after the 
bo« Is thrown. 

3) MUupyourdelensae— kaepe the oflense on Its 

loaa, 

4) Try WUngatfcbypofcrioablittir^detondo'inU) 
pass coverage. 



B] 



Oron* defenders can bowl more than once, but 
ulautr controled defenders can oniy boost ones. 
OorVl boost until you am sura ol where tne ball ts 
going. Boost when; 

(1) You have a "toad" on the bell earner. 

(?) The bail ta passed to the oppovie side of (fie 

field, away from you 
(3) You warn to surprise the quarterback in a toM*. 

Donl defend iho prevloui pJayl Try to prerJct what 
the otfanaa vri flol 




LES JOOeURS DEFEWSiFS 



i) Sawe9afd«woeaftetode)eue(iiWiMXleaen 
Game penode si vous etes en arrleva 

21 Gan^avoidelemauradeTnfteiwrecawniri. 
pour couvrtr lee passes et easayo* les 
mler cepbons quand la bale at* lanceo 

3) Change* vos deTenees. prenei I'attaque ft son 
proprajeu 

4) Essay«der^ovoqur^i^airrtreenplacanlwn 
defenseur rspide en cou wlure de passes 

5) Los dtfensours contrftfea par tos rouou'S no 
peuvem toncaz fur la beta ojuuno seule tens 
nirtmse^pascetiepossibiHrJavantdel/esOfde 
I endrofl ou va ta bait* Fonccx quand 

M) VouselessurdatlriperleponeurdeLabaile 

(2) La bale est de I autre c6*o du terrain 

(3) Vom vouloi turprenflrj In r^ninnrtinrh piinm 
contre 

6) Nejoue* pas toujour* de la memo rrantero. 
essayed de prevolr lea actions de I attaque 



DEFENSIVTA1 



1 ) Nenmen Ski It™? AusieHen nur. wenn Ste tm 

lachslon Abschnm Nrtfen Itegen 
2} Gehen $>n mil Ihren AbwehrleuTen an die Berne 

der Angrotfer , so lenge daa Paea^Spejl erWgt 

Danech nehmen &e den Bal auf . wenn dieeer 

out Veflagenhett geworten wurde 

3) VectodernSielhreAbwe^f-Frxrnanonenso.dafl 
der Gegner verwrrl win! 

4) Manwsuche, einen AngrtH vorzutauachen. 
wenn man don Bail In den etQenen Retften hat 

5) Femgesteuerle Abwehrlauta konnon moh# ota 
errvnal 'autorehen*, wo hmgegon vom Sptetef 
Kontifjlierlo Abwehisptelef nur emmal nchNg 
~au*drehen" WWen So rjrehen Sle racht geradc 
auf. wenn Sre n*cW wisson wohln genau der Ball 
gopesal warden soil Sir* tun dfan nur, wenn; 
(1) S*e einen verhwflungsvOlWjn Angnff 

eHolp/etch abe c haa d en kfrnnen 
\2) Oer Bal auf die gegnensche Serte. wag von 

Ihren, gesptfwurde 
<3) S« baabejchagen. den 'Ubero" de* 

gognoftschen Teams zu uborraschen 
6} Verietteln&eflichnwht in der A&wohr* 

Versuchen S*e zu erkennen was der Angntt vor 
hail 
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CORRERBRCH 



LinEiriEn 



rD^LinEBflCKER 

•«-CQRnERBRCH 



5AFETV- 



CONSIGLI Dl D1FESA 

U TOTbcanituarocupenadiAaHneliestopcnooto 

2) Tioni lo d'too m basso rtspotto al neevjlore 
quanctt copra il possagQko . no* scat? a per la 
noauyit oopo cno ia paia sUria tanctata- 

3) Mraoctato tuedrtoao-sorra per contendere ic 

idao an artacco 

4) PrDvaAdotfeosrQunbltLiintarvncloundianaore 
bfct* in una copartwra da pa&aaogio 



5) ldrf«tttondror»»po»ftono9catlar«p4iidiunavoM ( 
ma i tflanaon comanaajJ dai greater* po«ono 
acaltarc solo una volta. Hon ocaQare Anch* non 
no* fticuf o di dove a&a andando la pala, Scatta 
quanoo 
i 1 ) Hai un "bead ' su Chi porta la pall J 

(2) La paHav>enepaswta alia parte oppoatadrt 
campo tontana da te. 

(3) ViiolnwavioHar«i)ouartarbadttr>unbUtr. 

fl) Non drfendant tl gtoco prac«danla Cwca di 
prtvatftnt tosa tar A i attarxo' 




HainVRim 
ning and Op 
HOA oftana u 
Loiaoi d*** 
■won 9m 
;* baa in botfi 
PuilnabM** 

Ipopyarpaii 




teringouioul' 
Me run. but 
n#*ohefp'nyn 
Hntfcadtarsto 
ftnunhorun 
down, Ejcelant 
covwoQ* on in* 
ado run N<« 
atKaMnyn 
2*jlayflfgama 



1;3 L3 BLITZ 



1:4 SHORT ZONE 



I n ■:' prai 
sjre from out- 
;<fc Ml quarter- 
Da^ SnouW 
ahutdownoui 
uto run. Oi/» 
wlnerato** 
aQRlnsttartM 
rjnanoshon 
paw Donl 
overuse 




Comers irwd 
cover outufe 
/one and run 
Lou of cowr 
«9vupc«mar 
AQj^nti ^ittde 
runi nnd rnkt- 

A paaati 
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DEFENSE — MEDIUM PLAYS 



H 



2:1 LB DROP 




*n 2-rjiy* 
gam*, lots or 
dttontfwop 
BOfll - pflN 

corttr age wftn 

d^ep Conw 

agttofiowud* 

toinrttrvi 



2:2 W 




Good defense 
*-♦ WflU 

boi end tang. 

y voagv B^ 

AQe iQ^ns! njn 

and pus 

Should *hm 

downnxtf! 

meOum ptty*. 



Pu^prvaun 
onDtektold 
wftfepruwftng 
«omo p*ta cov - 
tugv ShuU 
do*n run on 
ITwCAUrtg 
toe- unubflcfc- 
#f»*bfttio 
w#nh *4« Pta> 
IhtMlffpor* 
comtrfov 

tafttpM 

oobvaoi 
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ROTATE LEFT 






PUU 40000 










prtwurton 










TuuftMi -' 










JttU Fo*c*sot 
ftnttiorunon 




..Hi 






**nofl" ikJi* 










r&OUtertphr 










nLno Jvatabl* 




IB 


(1 




wtian opproprt* 
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*™ 




it*.) Lob or 








ftpoodttbacfc 

ftWwflhrwo 




*0 O«-0 






nJatie* 
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* ■ • 









SQuamd* 
V:> ho4q 
wet lo 2 c*»y<K 
q*m. Lotto* 
cover age on 
PWBI WON 
ptttMUin 
s<W Thtihnw 
Wiynen pro- 
vUi 



.. .. 



© 






Brea^andtwl- 
ttriQwnatfre 
pus Moving 

toT Of nght pro 
ridtt extra coy- 



limOm rm 

h 

onrfpUyert 
BKr one of the 
COmerawnen 
Ofleneewkn 
■hotaunl 



T*ob*U*ng 
comet* CMl* 

f ■..!.. '„■; ■ 

ou*ftortuv> 

vhonouuid* 

oreaiaoatntl 
longer ptatM 

OulaeJeruffe 



3:3 HICKLE BLIIZ 



3:4 PREVENT 
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Perfaa defew 

and tongof 
■CRITICAL' 
andtong. Bring 

nneb**u- <d- 

wartilocovof 

ttM AortM 
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DEFENSE — LONG PLAYS 
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